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You must bank, dive and hover, employing advanced 
combat techniques against unrelenting waves 
of airborne enemies. - „- 


Then land your bird of prey and charge 
the Sand Storm Command Center, home of the 


HIT ‘EM HI 


Konami* unleashes a combina¬ 
tion all-out aerial assault and gut 
churning ground blitz for your NES™ 
Its name: Laser Invasion™ The target: 
Sheik Toxic Moron and his earth shat¬ 
tering TechnoScorch Missiles. 

You'll pilot the Laser Invasion 
Helijet, an air slicing armor plated 


3-D Confusion Maze. To get there, pounce on 
WKr divisions of Pharaoh Phantom tanks, chiller choppers, and 

an army of grenade throwing, machine gun toting terrors. 

Between battles, your life hinges on your own 
tactical-decisions. Gather enough skin saving objects, 

ammo and intelligence and you'll rp --— 

penetrate the Sheik’s fortress of M 
\ doom. But there won't be much time to do 

yqu^dirty work. So let the invasion begin HHr . - 
r And now zap $10 off LaserScope™ 

Command Optical Targeting Headset I ^ I 

fnsii^every Laser KONAMI mbfev I 

Invasion package. “ F 


IIT ‘EM LOW. 








^AMERICA (j AMES 


^AMERICA Q AMES 



You mdnted GAME GEHIE™ .. TOTALLY ..Nintendo didn't.. DRflST 
They haven't.. .AWESOME. ..GENIE'S flLIUE. 


..They tried to stop us.. 


At The Bay, Bi-Rite Drugs, Canadian Tire, Compucentre, Den For Men, Future Shops, Jumbo Video, K-Mart, 
Roger’s Video, Simpsons, Toys R Us, Woolco, Zellers. 

Game Genie is a product of Camerica Corp. and is not manufactured or endorsed by Nintendo of America Inc. Game Genie and Camerica are trademarks of Camerica Corp. 
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GIVE YOUR GAME BOY A TASTE 
OF COMBAT, CONTRA STYLE. 


Mmmmm, Operation C'" tor Game Boy™ has all the brutal 
battle flavor of the NES hit Contra™ But here's the bite: this 
time its Scorpion alone versus Black Viper-Red Falcons partner 
in slime-who's turned a secret naval lab into an experimental 
alien freak factory. 

To blow away Black Viper’s pit of hideous genetic mishaps, 
you must blitz five merciless war zones including Mutant 
Mountain, Phlegm Forest and the dreaded Cave ’O the Crud Creatures. 
All infested with zombie snipers, bloodthirsty squid lice, savage 
spider moths, devastating techno-terrors and more. 

Of course, in true Contra style, you'll have to upgrade your arms 
as you go with Spread Guns, Fire Guns and the all new vermin-seeking 
Homing Gun. Three lives plus a Continue Mode may keep you going. 
But Black Viper's awfully 
hungry and you’re going to 
make a tasty Blue Plate Special. 
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up on his look at the Super Fami 
in the April issue, Revo Emag 
continue to lead readers thrc 
what can be expected when 
SNES comes here this fall. 

The question that has 
dogged us for quite a 



tinue that size, but, unfortunately, 
those are bigger months for adver¬ 
tising in VG&CE, due to the holidays. 
That makes for a large magazine. 


possible to cover everything. 


VideoGames & Computer 
Entertainment should 
e international 
re intensely. My 

»s VG&CE's Executive Edi- • (products I 


of titles that can only be acquired by 
import from overseas. We've heard 
both sides of the argument: Some 
gamers want to know about every¬ 
thing, including games that may 


ing question: Do you 
int to see more rumors 
d potential vaporware 


never reach our shores: others want 
VG&CE to cover cartridges and disks 

already in the stores, so that they 
will be better informed when their 
hard-earned cash is plunked down. 

The main problem is that we are 
limited to a certain number of pages 
each month, a figure that has varied 
from issue to issue. As I have said 
here before, the publishing world is 
somewhat captive to the quantity of 
advertising bought in each issue, 
and VG&CE is no different. We've 


spective, there's always room for 

before, this is your magazine. If we 
don't do our jobs to your satisfac¬ 
tion, you will respond in kind—you 
just won't buy the magazine. 

Please send your letters to 
VG&CE, 9171 Wilshire Blvd., Suite 
300, Beverly Hills, CA 90210, Attn: 
Andy Eddy. I'm looking forward to 
hearing from you. 

—Andy Eddy, Executive Editor 














Fulfill your mission 
in helping the tank 
reach its goal. It’s 
non-stop scrambling 
fun with the most 
unique game ever. 
Go! Go! Tank! 




NOW AVAILABLE NATIONWIDE 


SeparateTheMen FromThe Boys. 

INTRODUCING SEGA GAME GEAR” 




If you're stiTl playing with Gome Boy,® it's tjme to 
grow up. Game Gear is here. The new color portable 
video game system with arcade quality Sega" games 
and graphics. Game Gear's advanced technology 
makes Game Boy look like child's play. The high reso¬ 
lution color screen provides razor sharp detail. Intense 
colors give a picture so lifelike it puts you right in the 
thick of the action. And the back-lit screen allows you 
to play in any kind of light, even total darkness. Other 
features include multi-channel stereo sound and state- 
of-the-art options like a TV Tuner,* Gear-lo- 
Gear Cable" for one-on-one competition and a 
Rechargeable Battery Pack for hours of play without bat¬ 
teries. So quit kidding yourself, it's time to get into gear. 



GAMEGEAR 
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people at NEC, I was wondering if 
you could reprint any codes or 
secrets you know about the game 
Ninja Spirit. If not, can you tell me 
how to order back issues? 

Also, I sent for my free game the 
day after Christmas, and I still 
haven't received it yet. 

Thank you. 

—Matt Reardon 
Sparks, Nevada 


• For a stage select, during the 
title screen, press II, I, II, II, I, II, 
SELECT, then RUN. To select 

SELECT as you flip through the 


m 


Dear VG&CE: 

There are many, many Game Boy 
games out, and I understand that 
you don't have the time nor the 


there are typos that cause a code 
not to work, but we make every 
effort to print a correction in a future 
issue. Other times, a code will work 
on a prototype game, but i 
final version. We try to 
printing codes that we 
check on a final version, 
takes will happen, but the vast 
majority of our codes will work 
as documented. 

Back issues can be ordered from fasyforthe NES. 
our subscription office. Simply send So far, no magazine 
a request for the particular issueis) review of this game. 1 w 
you are interested in along with 
$4.00 for each issue to VG&CE Back 
Issues, 9171 WiIshire Blvd.. Suite 
300, Beverly Hills, CA 90210. 

Finally, NEC's free TG-16 game 
offer in late 1990 was so popular 


recently purchased a Game Boy 
itle called Final Fantasy Leg- 
ind. Wow, what a game! This is 
almost better than the Final Fan- 
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THE NBA'S JAMMIN 
ON, GAME BOY! 


lAII-Star Challenge for Game 
\ Boy with 27 (not a misprint) 
) of the NBA's greatest stars 
'/ (one from every team) in 
' five action- aiB Ki 
lacked events. 


real basketball fans...tbe players 
look real...their moves look real, 
the sounds are real. So, what are 
you waiting for? The 24-second 








because I know you listen 
readers. Your magazine 
best—even better than the 
and Sega's Sega Visions. 

Thanks for all the pages. 

—Mike Ybarra 
Plumsville, Oklahoma 


your market SFs in Europe, I wasn't that Soi 
; the impressed. With Nintendo's dubious shown. 

9 N's dealings in the 8-bit arena, I consid- before a 


arriving serpent 

16-bit paradise. How will the pres¬ 
sure tactics and intimidati 

ing popularity and product) 

Thanks for your kind compliments, the current 16-bit systems on 
Mike. We really appreciate them. the market? Will the additional 

As far as not reviewing Final Fan- funds gained from SF sales give 
tasy Legend, this is one case that Nintendo the power to crush compa- 
space wasn't an issue. Nintendo nies like Tengen, 


! Hedgehog has 
ockbuster—though 


of SI 


te company that doesn't u 

copies of games to magazine 
This is likely because of th 
magazine that the “Big N" does, 
which ensures that it gets all tl 
software announcements first. I 
not likely that you'll get as objecti 


o -y- ni 


Nintendo being suc¬ 
cessful in the American market¬ 
place with the SF (when it 
comes here as the Super NES) 
remains to be seen. We feel 
tat Nintendo has the advantages of 
sizable bankroll and brand-name 
alue (thanks to the success of the 
NES), but it has to get past the Gen¬ 


ing a company's o\ 




company m 
product anr 
an unbiased mag like VG&CE. 


producing its carts in America? 

Nintendo'! 

suspect, possibly illegal, deal- esis and TG-1B, which 
viewed in Japan, but start. It's likely that 
etailers and manufacturers ' 
should be entitled to ci 
freedoms. Whi 


nearly as popular as the NES, 
which has sold about 30 million 
units in the U.S., and there are a 
r-olds will be screaming for number of questions that need to be 
release of Dr. Mario 2: answered: 

Will many Americans buy 
money another game system after having 
spent a good amount of money to 
establish a library for their 8-bit sys- 
—CW2 Bryan Walker terns? Keep in mind that no compa- 
~ .. successful video- 


eight-ye 


Let's Play 
will refuse to dump 
into Nintendo. 


Syringes, some of 


th Operation Desert Shield/Storm 


HOPE OR HYPE? 

Dear VG&CE: 

As the owner of a Genesis, a 
Lynx, a Neo-Geo and an Apple llgs, 
I'm a big fan of 16-bit gaming. As an 
older video gamer (27), I can really 

sible. I remember when Pong was 
hot stuff I 

The new entry into the 16-bit 
arena, Nintendo's Super Famicom, 
is being greeted with an inordinate 
amount of hype. Having seen gray- 


first of all, let me say how proud 
all of us are for the great job you 
and your fellow soldiers did over¬ 
seas. We hope you are reading this 
in the comfort of your home. 

Thanks for your perspective on 
the future, Bryan. It's our view that 
the first games we've seen for the 
Super Famicom aren't all that hot, 
but it may be too early for all the 

In fact, using the Genesis as an 
example, it looks like the program¬ 
mers are just finding out what the 
Genesis can do, judging by the leap 


game systems. 

■ What price will Nintendo set for 
the SNES unit? This will obviously 
affect Nintendo's ability to get the 
SNES in many homes. 

• Will Nintendo be able to get 
companies to bring out games other 
than the wealth of “scroll/boss" 
software, games that American 
players seem to be getting tired of? 

The bottom line is that only time 

ly for more news on Nintendo's 
plans for the SNES in the U.S., and 
VG&CE will have more information 
as soon as it's available, i. 
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Design and Build 
Authentic Medieval Castles! 









he'll be knocked off the screen. Then 
if you can reach the edge of the 
screen in time, you can hit him again 
Iwhile he's still off-screen) and make 
him disappear. Normally, it would 
take three hits to defeat the ninjas. 
Now move to the other side and 
repeat the process. 

Keep battling the ninjas until the 
head of the Sauros comes off and the 
fireballs fall from above. Once they 
do, stand below the ledge that the 
ninjas appear on and you'll be safe. 
As you can see in the photo, the 
fireball that lands on the ledge 
disappears before the rest. This will 
give you enough time to get two hits 
on Sauros. 

The tricky part is getting in the last 
two shots to defeat him. Try to battle 
off the fourth pair of ninjas Iwhen 
Sauros throws both hands in the air 
and makes two ninjas appear at the 
same time) until the lightning bolts 
appear for the fifth pair. Now hit 
your ninjitsu. All four ninjas will be 
destroyed, even the ones that haven't 
appeared yet, and you'll be able to 
take your shots at Sauros unhindered. 

As far os level selects and codes, 
there are none that we ar 
A practice mode will appear if you 
press and hold the A, 8 and C 
buttons and then press START 











THEQKST 


The unthinkable has happened — a renegade 
from the Temporal Corps has stolen a time travel 
machine and gone into the past to alter critical 
events in human history. Only you can prevent 
this madman from rewriting history and destroy¬ 
ing current civilization. 

A high speed chase through time, TIME- 
QUEST is a classic adventure game that features 
pageantry, danger, and puzzle-oriented adventure. 
The game is epic in scope, spanning four continents 
and three thousand years — from Stonehenge to 
Hitler. 

Criss-crossing time and space, you will travel 
to England, Rome, Peking, Cairo, Babylon/ 
Baghdad, and Mexico from 1361 BC to 1940 
AD, meeting Caesar, Hitler, Napoleon, Genghis 
Khan, Attila the Hun, Cleopatra, Michaelangelo, 
and many others. 



Written by Bob Bates, author of Sherlock: The Riddle 
of the Crown Jewels and Arthur: The Quest for Excalibur, 
TIMEQUEST is the latest from Legend Entertainment, the 
company that brought you the hit game Spellcasting 101: 
Sorcerers Get All the Girls. A treat for science-fiction fans 
and adventure enthusiasts alike, the game features: 

□ high resolution EGA graphics 

□ superb musical score featuring RealSound as well as 
Roland and AdLib support 

□ unique Legend screen design with pushbutton options 


For IBM-PC compatibles. 



ORDER DESK 1-800-879-PLAY 
9:00 AM-5:00 PM Monday-Friday 
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I just purchased the TG-16 CD- 
ROM game Final Zone II, and I can't 
beat the giant Biomonster at the end 
of Stage 7.1 was wondering if you 
have a strategy for him or if there are 
any Easter eggs for this game. 

—Noah Reinhertz 
Meadow Vista, California 

Once the final boss appears on the 
screen, get it to shoot at you. As soon 
as it stops to fire, move to the left or 
right side of the boss, and fire at the 
bottom section. The boss' shots can't 
reach you from the sides. After 
enough shots, the body portion of the 
boss will disappear, and the hands 
and skull will Hy around the screen. 


The main thing you'll 
need to do here is to 
hit the skull when the 


right tide of the 
giant Blonsentter In 

SSKJiSi£t 












































































































































ATTACK FIRST. 
ASK QUESTIONS 


LATER 


New! For Your Sega Genesis M System 















































































HEA * Hot tip 5 FRo M v G&ce eo'^s 

VideoGames & Computer Entertainment 


t HE GAMES LINE 




□ Preview the Upcoming Issue of VG&CE 
E Hear the Latest News Bib 

B Listen to VG&CE Caster Eggs 

□ Leave a Message or Suggestion for VG&CE 
B leave Messages for Fellow Game Players 
El Vote on Hot Game topics 

□ Play Our kl-Adventvre Game Challenge 



C A ■_ ■_ i^I o W 5 I 

1 (900) 45-GAMES 
1 -(900) 454-2637 

$ 1 .49/minute Under 18: Be Sure to Get Your Parents' Permission 


OFFICIAL TRIVIA RULES 

This trivia game is a game of skill that requires knowledge of computer and video games. This trivia quiz is active 24 hours every day—seven days a week. This offer is void in any state where prizes are 
prohibited Dy law. Persons under 18 years of aqe must qet parents' permission prior to calling the 900 number within the United Stales. Any agents, officers, employees or family members of National 
telemedia or Almarc Productions are not eligibfT The purchase from National telemedia is not required to participate in this trivia quiz. All federal, state and local taws apply. All tax liabilities are the 
'nnerc will be limited to two per household per month. Players waive any and all rights or claims for the quiz if a question or answer is ambiguous. This offer may be 
jles and regulations contained herein ana will be bound by same. Decisions or National Telemedia are 
' Ti telephone connections or operating failures in connections with participation in this trivia quiz. A 
to National Telemedia/VG&CE Trivia Quiz, 20740 Roscoe Blvd., Canoga Park, CA 91306. 





















































by Bondwell- 








































Play 

Beetlejuice, 

Beetlejuice, 

Beetlejuice 

onyourNES, NES, NES: * ^ 


It's showtime- 
courtesy of 
Me-the "Ghost 
with the most!" • 
sj -——x Howdyou 
L n like t0 hel P 
l| \ I me scare 

——s those city 
folks out of your house 
and their wits? 

We'll soarthrough8 
horrific levels (you're 
9 onna l° ve fhe 
Afterlife Waiting 
Room) taking on 
Killer Giant Beetles, Legs 
Without 
Heads 
and other 
gruesome 
creatures. One wrong 
step... and you're food for 
the Sand Worm. 

Here's a tip: Buy scares 
from the Recently 
Deceased Information 
Booth, they're your best 
weapons. So, join 
me in the Nether¬ 
world... and make 
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Oon’t let An 0L6 flAme come 
Between OiRk the OARinq 
AnO pRincess dAphnei . 

P JUy the hot new Remake of the epicj^^B§ 
classic. C'RACtOn's Lair on lies' aiiO c,Ain| Boy 
take up youR sworS aiiO save, the nelowft 
dAphne fRom the evil clutches of the tSuc. 
BRCAthlrlC) ClRAQOn. I- 


























Send in the coupon below for one free 
issue of TurboPlay, the only magazine for 
the TurboGrafx-16 game player! 




EACH ISSUE PACKED WITH: 
Game Strategies 
Hot New Information 
TurboTips 

New Game Previews 


□ Yes! Send 


(my free sample premier issue! 


□ Sign me up for 6 issues of TurboPlay for the charter 
subscription rate of $9.95! 





□ Payment Enclosed — Charge my □ Visa □ MC 
#_EXR_ 


MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED! 

MAKE CHECKS PAYABLE TO L.F.P. INC. Mail to: TurboPlay, P.0. Box 1M2ML Hollywood, CA 91615 
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You nave to blow it 
to win the game! 

Enter a wacky world where your 
ghost's breath mo 
bubble around candle flames, fans 
and spikes. Wind your way 


Don't 
blow it! 


Blow it! 


pcm 

Not Just Kid Stuff 

















Quick# turn the page! 



















You just missed him! 






























You have tobe 
faster than that! 



VG&CE• 


















Okay, who's the 
wiseguy that hit pause! 

Sonic The Hedgehog'is coming soon. He’s the fastest video character you’ve ever laid eyes on. 
And he’s only available on the 16-bit Sega"Genesis'system. If you want to catch him you’d better hurry. 
He’s going to be moving incredibly fast. 















































CHIPS & BITS MORE GAMES FOR LESS 

















































Climb in and discover the earthshaking 
power of BATTLETANK™ the only NES 
tank game that puts you inside the tank! 
Ten different missions take you through 
punishing enemy terrain and pit you 
against such bloodthirsty enemy defenses 
as tanks, copters, machine-gun fire, and 
mines. Culminate later missions with 
pulse-pounding full-scale attacks on huge 
enemy strongholds. 


A Satellite Radar Map, 150mm cannon, 
.50 caliber machine guns, smoke bombs, 
and wire-guided missiles help you 
complete your orders. 

Designed by Garry Kitchen. 
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SMASH 


INTO THE FUTURE 
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The Game Creator 




















The Vic Tokai Light Boy is the best thing that happened to my 
Game Boy. It’s "lights out” and the action hasn’t ended; it’s just 
beginning. I can see the LCD screen a hundred times better, 
because Light Boy magnifies the screen 1 1/2 times. 
Light Boy even comes with batteries. What more could 
I ask fori?! It’s no wonder Light Boy is bound to attract 
attention... 


VIC TOKAI INC. 
22904 Locknesa Ave., Torrance, California 90501 
TEL: (213) 326-8880 
mdo®. Game Boy™ and Nintendo Entertainment System® are 
narks of NINTENDO OF AMERICA* INC. UohtBov"* Isatrade- 
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The arcade classic Pac-Man makes his Game Boy"debut in this sensational 
new release from Namco. Relive the adventure as you munch your way 
through twisting mazes filled with power pellets, bonus fruit, and those 
wicked ghosts! Beware of theirtouch- they've been known to snack on Pac's. 


Hook up with a friend to double the excitement in this first 2-player Pac-Man”' 
Determi ne the chal lenge by choosing the number of I ives you 1 11 need to defeat 
your opponent. Add fuel to the rivalry by using the handicap feature which 
allows two players to begin in different rounds. Gulp down a ghost and 
shoot'em to your opponent's maze! 


There's Ghosts to gobble so get Pac'n. 

lihlnH»l 

The Game Creator 3255-1 scott Bivd. suite 102 Santa ciara, ca 95054-3013 
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THE CASTLE OF 

ILLUSION 

STRATEGY GUIDE PART 2 


One fine day, Mickey and Minnie took a stroll through a meadow, little did 
they know they were being watched by the evil witch Mizrabel. Riding her 
broom, Mizrabel swooped down with lightning speed, snatched Minnie before 
anyone knew what was going on and took her to a castle far away. On the 
following pages are maps to the last two levels that Mickey must complete if 
he ever wants to see Minnie again. 
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by Mike Davila 

familiar to many. The game returns with all 
the features of the original Final Lap, 

including its first-person perspective 


When the gamer first sits down, he or 
she is given a choice of four racetracks to 
choose from. Each track has its own 
scenery: trees, edifices and billboards that 
scroll past the race car as you drive. 

Courses are broken down into two 
categories: high speed and technical. In the 
high-speed category, the player can choose 
either the USA or Italy, the latter being the 
more difficult of the two race tracks. As the 
category name implies, these courses are 
designed for high-speed travel and contain 
long straightaways with few turns. 

In the technical courses, the gamer has 
a choice of either Japan or Monaco, with 


peddle, causing the car to lurch forward 
abruptly, leaving behind a plume of white 
smoke created by the burning rubber from 


The game is a Grand Prix- 
style racer where the 
player can compete 
against the clock or head- 
to-head against other 
opponents (up to eight 
players can simultaneously 


Final Lap 2 


As you sit' in the cockpit of your car 
waiting for the race to begin, you feel the 
nervous pounding of your heart. Suddenly 
the clock counter changes from three to 
two. You can't resist the temptation of 
stepping on the gas peddle to rev the 
engine. The car violently resonates with the 
sudden surge of power. Glancing at the 
tachometer reveals the exponential increase 
in the engine's revolutions. Then without 

clock changes 
from two to one, 
and the buzzer 
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the Japanese course being the more 
difficult. These courses contain very few 
straightaways but many turns. It would be 
advisable that gamers stay away from the 
technical courses until gaining experience 
driving on the easier high-speed courses. 

Final Lap 2, like its predecessor, has 
few controls. Included are a steering 
wheel, accelerator and brake pedals 
and a high-low gear shifter. The 
steering wheel on the console has 
a very loose feel to it. Gamers 


The play screen is broken up into 
several viewing zones. On the lower 
section of the screen—which encompasses 
more than two-thirds of the viewing 
area—is the actual racetrack. Above that 
area you will find left and right rearview 
mirrors. On top of the left rearview mirror 

are lap, time and speed indicators. _ 

Between both mirrors you will find a 
two-dimensional map of the current 
course being played. Markers show 
your position (and your opponent's 
if multiplayer mode is selected) on 
the track and the amount of time 
you have left to complete it. Above 
the right rearview mirror is an 
indicator that shows what position 


user features that, for example, 
allow for car type and style 
selection, as well as manual or automatic 
>n. Aficionados of Pole Position- 


Rod Mobile 

Hold on to the edge of your seat, 
because you're in for the ride of your life! 
Huh, you just had lunch? You better sit this 
one out. If you think I'm kidding, you're 
going to have to take a closer look at this 
game. I'm still trying to figure out if I just 
played a video game, or if I just stepped 
out of a New York Gty taxicab. 

Rad Mobile, by Sega, is a cross-country 


arcade race simulation that begins ir 
Los Angeles and terminates in 
New York. The object of the 
game is to make it through 20 
timed rounds while avoiding 
an onslaught of 


highway to a cobblestone 
country road, banked 
surface roads, winding 
highways or 


plummeting to your 
death off the side of 
the cliff. 

_ _ Vehicular traffic is a 

impediments. In most games 
of this type, the main opponent is and innocent bystanders. Race participants 

usually the computer or some guy in are denoted by the word "RIVAL" appearing 

e, you do have computer- above the vehicle. Passing an opponent 

_ _ increases one's rank in the game. 

Both rank and the amount of time 
left to complete the current round 
are indicated on the upper right- 
hand corner of the screen. 

Keeping an eye on the rearview 
mirror is helpful in avoiding the 
police. If you spot a patrol car, you 
might be able to outrun them, if 
there are no or only a few obstacles 
in your path. Otherwise, about a 
half-dozen patrol cars will pull you 
over, the cop will get out of his car, 
pound on the hood of your car and 

Visually, Rad Mobile is 



controlled opponents, but the main foe is 
good 'ol Mother Nature. 

The game begins in broad daylight on a 
highway in Los Angeles. There is no gear- 
shifting involved, but you do have gas and 
break pedals. To the right of the steering 
wheel is a control panel with buttons that 
start the game, toggle the windshield 
wipers and turn on the headlights. 

As you advance through each of the 
rounds, the environment changes. Gamers 
will experience a number of road and 
dimactic conditions. For example, the 
player might be driving in perfectly good 
weather, when suddenly it will start to 
downpour, requiring the gamer to turn on 
the windshield wipers. 


extraordinarily good. Scrolling and 

32-bit microprocessor combined with an 8- 
bit microprocessor. On the audio side, Rad 
Mobile falls on or around the average 
level. I guess there are only so many sound 
effects that one can incorporate into a race 
game. The game comes in both a sit-down 
model and an upright. 

Overall, Rad Mobile proves to be an 
exciting and fun race game. It's nice to see 
an old concept such as a race car game 
presented with a new twist. JL 
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"Battled awesome monsters!"—Aaron Van Stavern, Game Tester 
"If you liked 'Ghouls,' 'Stormlord' will blow you away!" 

—Barrett Ryals, Game Tester 
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tech patriarch, con¬ 
ceived and designed 
the first video games. 
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FOR LOW PRICES & FAST, 
RELIABLE SERVICE, CALL 



Call for a FREE Price List on these 
Systems & Games!!! 



GAME TRAIN,INC./112 NOD RD. #17 
CLINTON, CT 06413 



















REFIGHTING WWI IN THE SKIES OVER EUROPE 




in Atari vector-graphics coin-op named Red Baron. But keyboard commands similar to most flight simulators. 

Bombing scenarios employ a scrolling top-down per¬ 
spective that allows the gamer to view the scene from a 
point about 50 yards above their own aircraft, while straf¬ 
ing is portrayed from a two-thirds viewpoint reminiscent of 
Sega’s Zaxxon and the original Blue Max (Synapse), 
showing the game scrolling diagonally from southeast to 
northwest. 

Wings is a highly personalized and extremely challeng¬ 
ing simulation that points out what was a brutal fact of 


fashion a unique role-playing experience. After booting, 
the user goes immediately to flight school, where he or 
she can create a surrogate pilot or use the default flyer, 

Waldo P. Barnstormer. Each pilot is assigned an identity 
card listing important information that includes: name, 
rank, missions flown, ditchings/crashes, dogfights and 
bomb and strafing kills. Pilots are also awarded a variable available 
number of ability points, which the user 
can allocate among four skill cate¬ 
gories—flying ability, shooting ability, 
mechanical aptitude and stamina—in 
order to personalize the player-character. 



more traditional form of WWI flight simulator Is also 
gamers. Artech Digital Entertainments’ Blue 
Max: Aces of the Great 
War (Three-Sixty Soft¬ 
ware), for example, is a 
meat-and-potatoes air- 
combat program with 
an impressive array of 
options. Users set the 
game mode (practice 
flight, dogfight, practice 
strategy or campaigns) 
and can even fine-tune 
difficulty by selecting 
the number of enemies 
or, in the practice strat¬ 
egy mode, the number 
of seconds per move. 
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Available air¬ 
craft Include 
the Sopwith 



comprised 
the Albatros 
D.lll, the Fokker 
D.VII, the 
famous Fokker Dr.l "Triplane” and the Fokker E.lll. Planes 
can be flown in either “direct flight” or "realistic simula¬ 
tor" mode. The former is much easier and eliminates the 
eccentricities of the various aircraft. Other user-adjustable 
features include cloud and wind conditions; three settings 
are available for each. 

The second game to use this venerable title (the first 
was an arcade game from now-defunct publisher 
Synapse), Blue Max makes excellent use of multiplayer 
features that include head-to-head and cooperative dog¬ 
fight and campaign modes. There is also a special two- 
player strategy game in which the gamers plot their air¬ 
craft movement on a hex grid, then sit back and watch as 
the computer attempts to execute their orders. 

Blue Max uses polygon-fill graphics and offers the 
usual variety of alternate first-person cockpit viewpoints, 
as well as a “VCR” feature available in the one or two- 
player campaign modes that allows gamers to replay 
entire sequences from a variety of camera angles. 


e War! 

One df-the joys of WWI flight simulators is their ease of 
play. There are no complicated command lists to memo¬ 
rize, no extended weapon selection and no fear of break¬ 
ing the sound barrier. The first dogfights often seemed 
more like medieval jousts.than today’s high-speed air 
fights in which weapons must be operated by computer, 
since no human being could track thet)» unaided. 

The dogfight was the romantic essence of WWI air 
combat, and the aces were the superstars of their day. 
Though very few of them survived the war, their names re¬ 
main with us even today: Billy Bishop, Eddie Rickenback- 
er, Georges Guynemer and, of course, Manfred von 
Richthofen, a/k/a the Red Baron. 

Red Baron (Dynamix), by simulator ace Damon Slye 
(Stellar 7 ), takes the gamer back to the dawn of aerial 


i opening days of W 

main menu allows the user to fly a single mis¬ 
sion, enlist for the entire campaign or face off 
against a famous ace in a dogfight. 

More than 40 missions are available from the period 
1915-1918. German scouts include the Fokker E.lll “Ein- 
decker;” the Albatros D.ll, D.lll, D.V. and D.Va; the Pfalz 
D.lll; the Fokker Dr.l “Triplane” and the FOkker D.VII—an 
aircraft that so terrified the Allies that the Treaty of Ver¬ 
sailles dictated the destruction of every D.VII. Central 
Powers reconnaissance and bomber aircraft includes the 
Aviatik C.l, Rumpler C.IV and the Junkers J.l. Allied air¬ 
craft includes the Sopwith Pup, Triplane “Tripehound,” 
Camel and Snipe; the S.E.5a; the Handley Page 0/100 
and 0/400; the Nieuport 17; and Spad 7 and 13. 

Flight controls include an altimeter, compass, fuel 
gauge, air-speed indicator, tachometer, oil pressure 
gauge and inclinometer. Players can fine-tune the graphic 
details in order to maximize speed or realism, but even at 
minimal levels, Red Baron is breathtaking, combining bit¬ 
mapped and polygon-fill graphics to produce stunningly 
realistic visual images. 

The game even features a realism panel, which allows 
the gamer to use or ignore a variety of realistic features, 
including weather, gun jams, carburetor freezes and limit¬ 
ed ammo and fuel. Right groups, comprising one to four 
aircraft, can fly in any of seven formations—solo, line 
abreast, line astern, vee, box, echelon and diamond— 
with the player-character cast either as the flight leader or 
just one of the boys. Mission types include: historic, dog¬ 
fight a squadron, patrol the front, escort a bombing raid, 
hunt a zeppelin and bust balloons. A “mission record” 
option allows the user to view any saved mission from 
several camera angles, using a VCR-like interface similar 
to that seen in Dynamix's David Wolf: Secret Agent. 
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JL RINCESS TOMATO IN THE SALAD KINGDOM. 

Tune in to the wackiest videotale ever told! The bride is 
npe and the groom is ready. But will Sir Cucumber and 
Princess Tomato really live happily ever-after? 

Or will Minister Pumpkin have his wicked way? Will he 
enslave the Salad Kingdom? Will he put Sir Cucumber on 
rce? Will our Princess wind up on the tip of a french fry? 
The fate of the realm is in YOUR hands! 

PRINCESS TOMATO IN THE SALAD KINGDOM. 

Look for it today! 


CNintendo) 


Hudson Soft is a trademark of Hudson Soft Co., Ltd. PRINCESS TOMATO in the Salad Kingdom™ is a trademark of Hudson Soft USA, fee. Nintendo® and 
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■ Knights of the Sky 
I (MicroProse) by MPS 
3, MicroProse’s 
I own development 
I group. The idea here 
s that the gamer is 
i hired gun, as- 
I signed the task of 
* hunting down 16 of 
Germany’s most celebrated air aces. 

Players choose from among 20 aircraft, navigate using 
actual WWI era maps and can fly more than a hundred 
missions, grouped into seven categories including ground 
support and bombing. The normally superb MicroProse 
graphics offer “top flight” bit-mapping and polygon-fill 
graphics with 13 different perspectives available, each in 
pseudo 3-D. 

In addition to Its other features, Knights of the Sky 
also offers two-player action via either direct cable or 
modem. Modem play opens up the gaming possibilities 
for users. They are no longer limited to opponents in their 
immediate geographic vicinity. 


MacWar 


While the other games discussed in this article are 
designed to run on IBM PC and/or Amiga computers, 
Donald A. Hill Jr.'s Fokker Triplane Flight Simulator 
(Bullseye Software) is a classic Macintosh product, 
recently rereleased in an upgraded edition. 

Fokker Triplane is set in northern Europe, just across 
the English Channel. There are three friendly air 
bases (Douai, Lille and Cambrai) and three 
enemy bases (Lillers, Frevent and Albert). 
Remember, when you're flying a .Fokker Tri¬ 
plane, you're on the side of the Central Powers. 

The game was designed for ease of use and 
it shows. Gamers can adjust stick sensitivity, 
re-designate command keys, set the difficulty 
level and control weather (wind and clouds). 

There are nine missions, ranging from the 
elementary (takeoff and fly, go cross country 
and refuel, etc.) to the extremely difficult 
(destroy enemy fuel depots, seek and destroy 
anil more), 
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Fokker Triplane may not represent state of the art in 
terms of World War l-era combat simulators, but it is an 
extremely serviceable program and still the only game in 
Macintosh owners. 


The Ancient Past and the 
Near Future of Flying 


unusual of the current spate of WWI air-com¬ 
bat simulations is unquestionably The Ancient Art of War 
in the Skies (Braderbund), by the Muriy siblings. 

Not scheduled for release until late in the year, this 
third entry in the Ancient Art of War series emphasizes 
the strategic side of warfare. Gamers deploy air 
squadrons and then enter the cockpit for arcade-style 
dogfighting action. Players can face off against a variety 
of famous aces, including Oswald Bloecke and the ubiqui¬ 
tous Red Baron, while a campaign editor allows gamers 
to fashion their own battles through the creation of terrain 
and the allocation of forces. 

As flight simulators go to ever-greater lengths to repro¬ 
duce the faster-than-sound, high-tech universe of modern 
air warfare, gamers may 
find themselves looking 


past for a welcome 
change of pace. And 
when it comes to flight 
simulators, nothing 
expresses the romantic 
simplicity of yesteryear 
as well as those games 
that feature the elegant 
flying machines of 

The WWI flying ace 
exhales as he watch¬ 
es his opponent's 
plane burst into 
flames and plummet 
from the sky in splin¬ 
ters. The comforting 
rumble of his prop vibrates 
through the Ad Lib board and out 
through his speakers. The breeze 
from his computer's internal cool¬ 
ing fan invigorates him, and he 
slowly begins to bank his A lieu- 
port 17 to the right for the long 
ride home. A beautiful French girl 
is waiting for him there, ready 

It's a dangerous life, but some¬ 
one has to live it. 1 

VG&CE • JUNE 1991 


















hL 



More Fun in the Sun with Adventure Island II™ 



Break out the sunscreen and take off 
for Adventure Island II.™ 

That Evil Witch Doctor's at it again. He's grabbed your latest honey 
and dares you to do something about it. □ But this is no day 

at the beach. You've gotta fight your way past EIGHT treacherous 
islands! Including a Dinosaur Kingdom with some of the 
creepiest critters ever to slither across a video screen. 

Volcanoes. Avalanches. Giant Scorpions. Killer Cobras. We're 
talkin' one tough Witch Doctor here! And the action really heats 
up with a new vertical/horizontal scroll. Plus, stage select lets 
you control play. □ ADVENTURE ISLAND II. A sure-fire scorcher! 
Look for it wherever you buy the best video games. 



Hudson Soft USA. Inc. 

400 Oyster Point Blvd., Suite 515 
South San Francisco, CA94080 
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A GAME BOY™ LIGHT ACCESSORY 


See your GAME BOY™ 
In a Whole New Light 
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CALL SCI, THE AWESOME VIDEO GAME STORE FIRST!! 

Introducing the SCI Video Game Service, bringing you the best video games from Japan! SCI has the 
games you want at a price that won't send you into orbit. SCI is a large importer of video games from Japan, 
working to bring you high-quality products months before they 
arrive on store shelves (if they arrive at all!) Check out our 
lists of games and you'll agree that SCI is the only place to turn 
to for your Japanese games and systems! 

1 - 816 - 741-8522 

Call today for the lowest prices on Japanese video games 
compatible with the Sega Mega Drive, Sega Genesis, NEC 
PC Engine, SNK Neo-Geo, Nintendo Super Famicom as 
well as a wide selection of American games! If we do not 
have the game you want in stock, You get $10.00 OFF OF 
THE RETAIL PRICE! If you preorder on the day you call. 



IN STOCK NOWAND SOON TO BE RELEASED IMPORTS!!! 
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DIRECT 

DISTRIBUTORS 

1-203-395-0851 
-NEW GAMES AT DIRECT PRICES! 
-USED GAMES AT BELOW COST! 

-WE BEAT ANY PRICE ON ANY ITEM! 
-WE SELL TO VIDEO STORES, 

TOY STORES, MINI-MARTS, 

MOM & POP STORES, AND 
OTHER BUSINESSES ONLY! 

-WE STOCK ALMOST EVERY VIDEO 
GAME. SYSTEM, AND 
ACCESSORY MADE! 

-BUY 1 TO 1,000 FROM OUR FULL 
COLOR CATALOG. SORRY NO 
SALES TO THE GENERAL PUBLIC 
-WE ALWAYS GET THE 
BEST GAMES FIRST! 



SUPREMACY 
★★★★★ 
Crisis in the Far East 
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^^Headquarters 
GENESIS 



PRICES SUBJECT TO CHANGE 

TO ORDER: P.O. BOX 15371 
EVANSVILLE, IN 47716 

1 - 800 - 441-2984 

WE TAKE MC/VISA 


I UPS ADD $3.00 • COD ADD $3.5C 

|_ FOR SOFTWARE 

INDIANA RESIDENTS ADD 
5% SALE TAX 
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The Video Game Specialists = 


24 HOUR 

ORDER/INFO LINE 

( 214 ) 218-5800 
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Personal A rcade 



JOYSTICKS 
ACCESSORIES 
_HAND HELDS 

iNtEUlViSiON ™ 


FOR A COMPLETE CATALOG 

VISA SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 

PLUS $1 FOR POSTAGE AND HANDUNG TO: BOX 901V • UNCASTER, TEXAS 75146 
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DISCOUNT PRICING. 









































If your idea of fun is blasting your way 
through endless armies of fierce enemies 
from the past, present, and future, then 
GAIN GROUND is your game. Choose 
three warriors from an elite group of 
twenty, all with different weapons and 


capabilities, to venture into this strange and 
deadly world of war simulation gone berserk, 
where helpless captives await rescue. Team 
up with a friend and hit the battlefield... 
Young, old, or in-between, everyone can 
be a hero in GAIN GROUND. 


ftEA 












^04 IMF f&HbtC'QM- 

^ ^ ^ « TwDs/ry ttfei&w 


FpR A 4AMF rwr 
riPAT>AU-r KIC.K5 'Bl/ft 
GETWrnfrzm>$- 
WITH 12 Le/ft>JU‘l&VEl-S 
of FffRce Fwrtm 
AMP TTAPICAC. 

Fpp. OUfPK 'TWP 
'Pt-AXFf-S. 


TRADEWEST 


CIRCLE #147 ON READER SERVICE CARD. 




GIMME' THE WORKS! 


Today's Special: Flame-broiled burgers piled high 
with ail the works. Peter Pepper, the burger chef is 
stacking these sizzling, mouth watering burgers 
with all the trimmings. Butthe grill is smoking from 


the annoying food fiends - Mr. Egg, Mr. Wiener and 
Mr.Pickle-whoaretryingtoslowdown production. 
It's food flingin' fun for you and a friend with 
BurgerTime Deluxe, new from Data East. 
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